












































































































































































































































































































































































































































































































































































































































































































































































































































































Effects of New Media on the Structure of Play
Shuichi　Sugitani
︿Abstract﹀
　　This paper discusses the effects of new media on the structure of play in the light of the main 
features of this new media, such as its interactivity and the plurality. The structure of play means 
the patterns of combination among different elements, such as participants, gears, rules, and so on.
 New media emerged in the latter part of the 20th century in Japan. Digital games such as Nintendo 
Family Computer, Sony Play Station, and subsequent next generation game machines have become 
an important part of childrens’lives these days. Mobile-phones and smartphones have been put into 
general use as amusement tools rather than just for communication.
There are two features of play experience in new media for children. One is the use and application 
of new media devices, such as digital game machines. They play games by use of such devices in 
a new and unexpected way. There are effects from the interactivity which organize social order 
among players.
　　The other is the plurality of online communities, particularly through social media experiences. 
Young people belong to several social groups, such as a family, friends, and community. In addition, 
they construct their social relationships of these different group-based experiences. A differentiation 
between direct experience and indirect experience has little meaning for them. Social media inflict 
pressure on the participants because they have to adjust to real-life social relationships. However, 
participants regard mobile-phones and smartphones which take them to a social media community as 
a play tool.
　　It is important to understand that these features of new media have not only effects on the 
play style of children and young people, but form an order of play through the practices of the 
participants. 
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